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! TOOLOj‘^'Dim{pE, 

' ^venturers jouTTid 



The Civilized Area of New Pblan 


FREE NEW PHLAN! 

The New Phlaji City Council is leading the ii^t to free their captive city. Heroes arc 
retaking the city block by block from the evil hordes. 

RICHES & FAME! 

The council is looking lor soldiers and rogues, mages and clerics, heroes of all kinds, 
to come to New Pblan. The wealth and land of an ancient city await those 
willing to reach out and take it. 

GLORY! 

Legends will be written about the heroic struggle to free New Pblan! Ships to New 
Phlari dep^ twice monthly. WTien you aitive, see the New Phlan 
City Council for the latest news and information. 

MAKE YOUR FORTUNE IN NEW PHLAN! 


BAY 

OF 
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is the Mventurers Journaf MMoutF 

^ Mventurers ^ourmC is your guide to 'Pool oj It indud^ 

JUers, imps, and information tHat your adventurers would kfumt btfoTt 
be^nning tfteir quest. It also includes information that your adventurers 
unii discovtr during tfisir quest. 


^ jourm{ is di-iAdedinU} sever- 
al sections. Ihe cover sfto'ivs a recmitifi 0 
ajtncmncement thut tempted your udven.’ 
mras to tom. to Oiew ^Idan and a map 
of the civilized atm if the city. ^ 
sections are a history of Thkn (p^. 2 ) attd 
a bestiary of the matisters in aru£ around 
Thdan (py. 10 ). Tkis is information your 
adventurers shoudl akmdy know, so read 
it cartfudy. ^ answer to ^Phkns cur- 
rent pdykt may & in its history. 

Idle n€^ three sections of the 
journal are information that the adven- 
turers will come, across dmjj^ thdr 
adventure. Tool of assumes 

that your charac ters, king careful and 
thorouyh adventurers, f^p a written 
journed of important items that they find 
during their quest. Such items include 
announcements from the city council- 
(Troclamations, py. 13), information col 
(ected during an ^venture (journal 
Tn tries, pg. Ih), and tales overheard in 
taverns ffavem Tales, pg. 33 f 

Thmitg thegameyou w^be 
referred to the entries in the Adventurers 
journal for additional information. Tor 
e?(ampk, if yougo to the Tkllof the City 
Council the program mil refer to the 
coundts currently listed Troclomations by 
number. Loohjup the specific numbered 
proclamations and imd them. Ignore the 
other Troclamations until they are posw/ 


The game will also rtf erence journal 
Tntries cmd Tavern Tales by number. 
*When suck a rf^erence appears, loo f up 
the specific numbered entry and read it. 

These items art information the adventur- 
er would copy info hisjounud. As items 
art r^erenc^chcctt^n off in the mar- 
gin so you later Iqww wfufft items have 
come up during the game. 

5Vpf ei^ry Trodamation, journal 
Tntry, or Tavern Tale in this journal is 
actually true. Odafty entries are only 
rumors, dreams, or plain lies, ^ist the 
temptation to read ahead in the journal; 
the true items may revml information 
your adventurers couldnt fimo yet, and 
the false items will contain irfformation 
that can lead them astray. 13dienyoiivt 
finished the game you can read though 
the whole journal and spot the false 
entries. 

The final sections in the journal 
include reference material for playing the 
game. These appendices ( pg, 35), art a 
quidirfference for specific game informa- 
tion you may need dunrg play. Together, 
all of the sections should give you every- 
thing you need to complete the quest in 
TooLOfj^DiM^. 
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V-fistory ofCPfdan and the !Moonsea Vieaches 

^ discourse on ^is Area and its (ProBldms 

byjeff^rubb 

To most infiaBitants of tfie lands off tfk Inner Sea, the jdoonsea and its 
cities mpresent the border betniem cimlizatim and barbarism The Moansea 
sits lUcg. a great plug straddling the Uniiory betwem tfu 9doumair\s off 
Thasa and the jdpmad Steppes^ protecting the southtm tenitorks jwm the 
incursums eff savage Tforthermrs, To the south off the 9doansm Ik the civi- 
lized Qmds off Corrmyr and Sembia. To the north hiy hundreds off square wiks 
off cold andunfforgiving %vaste. Tven when the southern kingdoms are them- 
selves besieged by ordsh hordes, dragons, and fell monstas, they tahe com- 
fort in theffact that, *It s worse around the iMoonsea. * 


The ^oonsea 3^^hcs are 
dffined by sages as being those lands bor- 
(kring on the Moonsea and its major con- 
tributing fivers. These rmy or rivers are the 
Tesh, flowing past the shadowed battle- 
ments eff Zhentil the Tllyrnfflow, a 
told stream flowing from the east; the 
Duathamper, also colled the Tvenflow, 
b^nniig deep in the heart of the Tlven 
Court and flowing north; a.nd the Tarren 
^ver which flows mt of the 
THagonspine lldoimtains and into Thlan. 
The 3(iver Lk carries the waters from the 
Moonsea south to the Inner Sea. 

The ^bloonsea itself is an odd 
combination of abyssal ckep spots, ship- 
ripping shoals, and rich fresh-water reefs. 
T)espite this, travel across the Moonsea k 
generally safer than making the journey 
on land, so that most of the major mer- 
chant activity is by water. 

This k not to say that the 
Jdoonsea is without datgers. ^Hhik mon 
sters are more infrequent along the 
Moonsea, those that are generally 

more powerful than thdr landed cousins. 


%gions of the 9doonsta are recorded as 
being haunted, and there have been 
numerous sightings of ghost ships. 

LHe S^ncient City of ‘Lftlan 

Thlan was the first great city off 
the Odoonsea, reaching its pmk some 
thousand years ago. In those days, the 
Moonsea was better known the 
TlragonSca, named for the huge numbers 
iff great Wyrms that inhabited that area 
and the regions to the north. The Tarren 
"J(iverwas then calkd the Stqjanow, a 
dwarvish word meaning Trade ^pute , ' 
for it was down thk passege the ore- 
laden barges floated, bound for the south. 
*Early Thlan was a trading outpost on the 
north short of the 9doonsea, set up to 
facilitate trade between the Tlves of 
Myth T)rcuinor (the most powerful dven 
capital of the tiTne) and the tribes cf'Jhar, 
^aasa, and the iHide, as well as the 
Dragonspine- Tlwarvis. 
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Iradk Betufeeft i/te po-iutifid- 
efc, tkc ^iHid htmuinSj and nv&rc^nt- 
dwarves was a great success for a{( sides. 
Soon Thlan was the. most pawerftd city 
on tfte f^( 0 onsea^ outskinirjg its only rivaf, 
Tiven ^od^ of ^Msfacj on sautH 

coasL 

the dves planted 

the Qimcring forest nmk of t^ city. 
^Jhis copse was mdcfy enchantedj hasten- 
ing the growing season to produce a great 
woods in the span of a human generation. 
^Though the woods haoe Beenfeded on a 
mnder of occasions, it has dways 
returned to its or^ndfarm, Becoming a 
light woods mthin two years, and a deep 
shadow fded forest hy the end of a 
mart's life. 

fhe dveSf the legend says, first 
discovered the fool of f^iance. I is 
description has varied throigh the pas' 
sage (f the years, (^{any vdse st^es have 
declared it a myth and a cowmojts gam- 
Bit fhe location cf the Tool changes from 
tale to tde. Sometimes it is deep in the 
heart of an eternal wood, sometimes on 
an island circled By great wyrrn, and 
sometimes in the heart of a huge solitary 
peafithat rises aBove all others in the 
‘Dragonspine flauntains. 

It is said that the pool glows 
with its own energy. Those that approach 
it feel new power within their Bones, 
while an unred melody holds them in a 
rapture. Legerds say that the Tools 
power created the (^ivering f orest and 
caused the Sorcerers Isk to appear. 

The Tool is said to Bring great 
power to the worthy, and death most hor- 
riBle to the unworthy. Some tales say that 
the individud shoiM drinhit, Bathe in it, 
or throw coins into it and wish. ^Ihere a.re 
numerous fdh tales cf the wise fool stum- 


Bfirgupon the Tool, and gaining won- 
drous porver or meeting a gory end. The 
aBilities (f the Tool chatyte accardirg to 
the needs of the tale spinner. In any 
event, a trader or adveftturer who enemw 
ters a sudden. uAndfad orgreat riches is 
said to have 'visited the Tool . ' 

Idhetker the Tool is real or some 
literary invention, the first City cfThlan 
(also called Archaic Thlan) survived in 
peace for many generations of men. In the 
end, outside influences Brought aBout its 
downfall. Settlers Began to intrude from 
the lands of Cormyr ajtdSemBia into the 
south of the '‘Elrnrt Court. the same, 

time, the Beast -men of Thar, which are 
today called ogres, Began gathering into 
large hordes, ravaging the. countryside. 

Thlan Built mighty wads and 
withstood a decade of constant invasion. 

I n the end, its fate was sealed By the elves 
rvithdrawirg within the Court comBined 
7Vith the dwawes pulling Baefiinto west- 
ern reaches of the Dragonspine 
Mountains. 

^ith its trading lifeline cut, 
Thlan fed into disrepair. "When the Tlacd 
Morde finally demolished the city walls in 
the- fear of the Tusli(llZ 
"Dale"Rsckoningl they found little But an 
empty husl^ The greatness that was 
Ancient Thlan had passed. 


^reatfiammer and the !fmt 
HieBirth of Tfdan 

Thlan remained relatively unin- 
haBitedfor the ne^ 500 years. The city's 
position at the mouth of theStojanow did 
mah^ it a us^ul meeting place for traders. 
Twice durirg this period a pirate commu- 
nity grew on the ruins of Thlan. The first 
time they were Burned out By a navy sail- 
ing from Mulmaster The second time a 
group IgoWn as the "I^Tforde, led By a 
red dragon qfincreidBle age, leveled the 
community, fodowifg this attadQ Btwea- 
neers never regained their power in the 
Moonsea ( though smad Bands still 
persist). 

With time, the dvdiz-ations cf 
man moved further north, thegreater 
Beasts retreated, and many cities were 
founded on the shores of the Moonsea. 
fet the Beasts did not retreat far. "Dragons 
nested in the Dragonspine Mountains, 
ogres raukdfrom the §reat Qrey Land of 
"^r, ondhorriBle undead things lingered 
in the swamps and in the passes through 
to 'l/aasa. 

Tlillsfar retained its elven ties 
and flourished even as Thlan s power was 
deteriorating, growing from a smad town 
into a large prosperous city. Thefounda 
lions of ZhentdLKeep andMulmaster 
were kid while Thlan lay in ruins. Smad 
towns such as Melvauni, Thmtia, and 
"Elmwood were started during this period. 
The inland city offulash, situated atop a 
great mount that dorruTtates the south- 
western corner of the lake, rose to the 
zenith of its power during this lime. 

In 712 E)%^ theyearof the 
Moons Tears, Milsor the "lla^evo, 
foimlerof the "Ik^evo Dynasty, jour- 
neyed to Thlan to re-estaBlish the city as a 


trading outpost. 5(e was aided in his tashi 
By the Wizard Tjmon and the Triestess 
Alonius ofTyr. 

Milsor, 5(imon, andAlordus 
gathered together interested adventurers 
aitd cleans^ the city rf the evil ores and 
goBlins that had m^ it their lair. They 
cleared the Banf^s cf theStcyanow and 
drove the arch-Hch Zanaliarfrom the 
Sorcerer's Island in the center cf Lak§ 

In return for his ^orts, ‘Kimon 
was given the Sorcerers Island as his 
home. Alonius, in turn, was given a wide 
arm in the. recoi^ercd r^ions of Thlan as a 
tempk to Tyr, the god cf justice. 

"By 750 "DTjhe temple complex, 
had Been finished. I nits day, it was said 
to Be the largest temple of good in the 
entire 9fprth. The city as wed had recov- 
ered, and large mmtBm cf immigrants 
arrived. Some were natives cf other 
Moonsea cities seeking to mal^ or e:^and 
their fortunes in the new lands. "But oth- 
ers arrived as wed, including men of the 
Dalelands andSemhians, as wed as farm- 
ers andlumhermeu, intent on making the 
region theirhome. 

The newcormrs Built on the 
ruins of the old city, often not checking 
what had lay Beneath their foundations. 
Some curious souls reported great, twkt- 
ing passages leading far Beneath the 
earth. "Eocplorirg such areas was first dis- 
couraged. It was (attr outlawed after a 
party of adventurers freed an e^emely 
large Beholcdr. The jiewcamerSf led By 
"Ph§evo and his hdrs, cksed off the pas- 
sages choosing to ignore the past and 
seeking only the future for their city. 


^Ihe dalesmen spread up the 
Stojanow^ver. diverted the rivers 
ftom and tuTTted the terrain in to a 

rick landscape of fields and orchards. Hdte 
mack of thefarndands e?(:tendedfroM 
La^ 9Qito ta the city cf Tftlm at the 
mautk of the river. Some sap the (and -ivas 
so rich hecaase of the pro?Q mity of the 
enchanted Qitimring forest. Others 
ascriSe the Bounty to the vMzardries of 
%imon. Still others credit the series of 
dik^ and levees that thefarmersj aided 
By magical spells, used to harness the 
river itself. 

%katever the catise, the hedthy 
harvests of the Stafanow %ver Galley 
provided ^Phlan mth a soltd tradir^ Base. 
Tor the ne:^ 200 years ^hlm ivas the cen- 
ter cf trade around the idoousea. Its 
grainsj fruits, and tuBersfil&d vaults 
from Idulntaster to Zhentil ^p. It 
appeared that civiBzationf after a false 
start, had finally made a maforfoathold 
in the lands north of the idoonsea. 

Such tvas not to Be the case, for 
the forces of good and evil eSB and flow 
lik^ the shores of the iMoonsea itself. In 
the iSSthyear ofThlan, (307 ml the 
golden age ended in rust. plant rust, 
which r^ectedmost of the farmlands 
around Thhn, destroyed harvests for the 
ne7(t three. yecas. Suc^tdy the. Maonsea 
Teaches were in the grips of a powerful 
famine, relieved at great cost withship- 
menis from the south. There was great 
suffering, and other cities, once so enam- 
ored of IPfdans gentle power, were resent- 
ful that it had failed 

The native Tklanars were resent- 
ful as wek. Their once good rulers had 
fallen into a sloth and ease in the cen- 
times since the rtestahlishmcnt cf the 


city. The ^Ua^evo Blood was said to run 
th\n 17J. the Trinces and (Princesses (f 
Phlan. ^Ihey reacted to the plague infest- 
irg the grain By first ignoring it, then set- 
ting up committees, (^finally legislating 
it out of eT^tence. Only when the nu^ni- 
tude of the proBlem Became dear, did they 
aet. Pven fhen they faikd their ptopltf 
overreacting to the point of placing a Ban 
on ad shipments out of the city, s^ng to 
what supplies were ^tfor the 
native population. 

The other cities, alreac^ angry 
ahik Phlan far its rising prices in the face 
of the phgue, veBeded agmnst this new 
measure. Tleetsfrom (Mulmaster and 
mUlsfar B^an to raid cargos tkstinedfor 
the ci^. Smugglers operated out of the 
Twilight March and Stormy Pay despite 
offkid attempu to enforce the Ban on 
shipments. 

SI large land force eyuipped zvith 
siege machinery set out from Zl^ntil 3(^p 
toward Phlan. The force encamped at 
Stormy Pay while the ruling heads cf 
Phlan negotiated to spare the city. In the 
end, the *K^per force was turned Bach, 
through a massive payment to their lead- 
ers. These leaders were the first appear- 
ance in Milan record of the Zhentanm, 
which would increase in power over the 
ne;^ 300 years. 

Thiring tins activity, Tinwn, 
now old in the ways that only wizards 
can Be old, disappearedfrom his rochy 
abode, ^i^hat Became cf d^rnon is 
unknown, for the rulers cf Mian had not 
soiyjht his council for agetteration. Some 
say he Became a hch himself, using the 
methods (hscovered By Zanakgr. Others 
say that he sacrificed himself in Battle on 
a far-dstant p^e in order to save the 
lands of Phlan. Still others state that he 
had found the Pool of 3{adiance and 
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Became a great and powerful Being in 
some other part ff the 'k§alms. Most like- 
ly (kirmm merely fed prey to the effects cf 
old age as ad mortals do. Tidmtever the 
cause, ^JUfoon was never seen i^ain in the 
Psalms, and his citadd Became a haunted, 
aBandoned ruin within a decade. 

The famine cf the Plants 
passed after three seasons, and an aBun- 
dant harvest returned to Phlm. (But the 
harvests were never to Be as great as 
Before, nor the fruit from the orchards as 
sweet. T^hatever nu^k, true or imagined, 
that hadreestaBtishedPldan passed. The 
city Began to Become gray and ordinary, 
losirg power to the fgepers and the men 
of Midmasten Thegolden age was over. 

The ^a^evo Princes, their Blood 
thin indeed, continued for another centu- 
ry. The century v/as filled with petty 
wars Between the various city-states. 9{p 
longer the leading city of the Moonsea, 
Phlan Battled with its rival mare often. 
Piracy, or rather privateerirg, was on the 
rise, a situation that continues to this day 
among die city-states. 

Phlan was wracked By interior 
torments wed. The people cf the city 

were wed aware of their loss cf power 
and prestige, farms north of PMan were 
now Beirg aBandoned. Parkjhadows 
Birk?d Between the massive trunks cf the 
trees in the Quivering forest. J^n attempt 
to clear a path throtgh that growth in 
1023 P)3(^Tesulted in the death cf the last 
surviving §Tmt 3^nce of the ^a§evo 
family. 

The death cf the §reat Prince 
resulted in a three-year civil war within 
the city, as various factiems supported 
different candidates to take the mantle cf 
the great Prince. Md candidates' claims 
upon the royal Blood were questionaBle 


and every faction sought to control 
Phlans future through placing their 
choke on the throne. Phtring this time, the 
great temple of Tyr was (ooted and 
Burned, kaving only a great Blackened 
shed. Many cf the leading merchant fami- 
hesffed to other cUmes. 

In the end, the kst survivor was 
a young noBk supported By a group of 
pow^ul merchants. They created the 
first Coimc.il of Phlan to act as regents for 
the youth. The Council spoiled t& chill, 
Tvho grew into a spoiled man who was 
unaBle and unwilling to tak§ the reins of 
power. (He died wit&jut issue forty years 
later, and the Council has ruled ever since. 


'The Ja(t of ‘Pfilan 

The list 300 i^rs cf Phlan hove 
Been a continual retreat frcmi the great- 
ness that once was. Smaller rural- towns 
wm aBandoned in the face cf increasing 
evdto the north. Sorcerers Isle was said 
to Be inhoBited again By fell- powers. The 
city fed Back upon that whkh it did so 
wm so long ago: trading. / 1 B^an to 
serve cyjain as the muldeman Between the 
new powerful Os^rthem tribes and the 
estaBlished nations cf the South, for a 
short time, about a huneffed years c^o, the 
awful tide of retreat seemed to Be halted 
and the city was on ( way to Becoming a 
prosperous tradirg town oruie more. 

Tet dark^tfungs continued to 
lurkiim the Borders cf Phlan. Sorcerer's 
Island was said to Be inhabited By 
farashi an evd mage who was stdd to Be 
seekptg ^mons power, the Mrffi-Lkh's 
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moffic, tHe (PooC qf or ali tfine^ 

^Ifiefp-eatl^ dimini^fted ^Dwaroert 9fytums 
qf^Dragcmpine reported ^reMt hordes of 
ores and ogres attachiT^ their citade(s, 
and their Ba^e trade came to a amphete 
halt. Smad toums and hamlets ■were raid- 
ed and Burned unth inertasing regularitgf 
sending refugees to Thlan se^ng passage 
to safer Imuls. 

‘Then disaster struefc. Riders 
from the north, aided % dragons and 
other dangerous creatures, poured dozm 
out of the narthiands^ The Quioering 
Tarest uras Burned in a nmssk>efire that 
dominated the sl(gfor a montfi 
‘Monstrous hordes containing everg intag- 
inoB(e creature ma rched 'With hmifying 
precision toward the citg. 

^Ihe Council debated, argued, 
and debated again while the hordes drew 
nearer, muck as the last ^a^evo ^nees 
didin their long-ago fodg. Jinallg, theg 
chose to fight, But were ovevwhdmed bg 
the forces if ore and dragon. Thlan 
burned and fell to the forces of emi, who 
(ooted and pillaged- that whidi remained. 

H\e last remnan ts cf the Council 
stood their ground, trying to eoaemte as 
many citizens as possiBie. Of the couned 
menders, the Last l^est cf dgr, d^rran 
Martinez, held the last ganisoFt, Soh^ 
J(eep, which stood at the mouth if the 
^Barren ^ver. it is said that Jtrran 
placed a terriSle curse upon the 3(^p to 
prevent anyone from taking it. 

1 n the^ end, even the waters of 
theStqjanow river turned poisonous and 
mu-rky, and the river too fits present 
name, the Barren. ^Ihe rich farmlands of 
the Sti^dnow ^ver Mdleg were laid 
waste and became known as the Scoured 
Lunds. 


^eTmrgence of Th(att 

^Ihat should have Been the end of 
Thlans story, But it Is not so. Men 
rememher the tales of Vaftvo, who 
Brought the first city of Thlan Backfrom 
its ruins, ^dventurejs, smugglers, and 
small traders visited the r^on and 
Brought bacf tales cf iPhlan under control 
if its evil musters. Many if the buihlings 
were Burned, but many others were 
spared. *Jhe shell of the temple cf^Tgr had 
been reBmlt, defeated to some ^rker, 
more evil god. Zheniarim spies and agents 
oj darkMiasan nobles rmt and planned in 
Thlan, and the riches cf the ages still sur- 
vived for those who sotght to loof 

In time, more modest men 
returned to Thlan to rebuild her. stocf 
aded community rose from among the ruB- 
Ble of the past glories. These men intended 
to engage in the san^ profession as those 
bef Tre them, for Thlan still occupied a 
prime position for tm£ng on the 
Moonsea. tHowever, until the city was 
dcaml, the Barren 'J(iver made clean, and 
the competing city-states pacified, Thlan 
was hkfg to stag in impoverished ruins. 

Two years ago, in the fear cf the 
Worm, two things happened that would 
mean a ckungerfThhn's future, first 
was the flight f the Thagons that 
suged throtgft the northern regions of the 
lands of the Inner Sea, Thie to a cause 
unknown, great wyrms come down from 
the far north destroying all in their path. 
These art not the rare, opportunistic dreg- 
ons seeking adiance with humanoid 
tribes. But rather huge waves of angry 
scaled monsters, Bringirg destruction 
where they travel. 

Many of the Moo^isea and 
'Daletowns sujferedgreat destruction in 


the battles that followed, fulash was 
utterly ruined by the attacki artd^Bdfar 
was greatly damaged. ^Ihe most telling 
blow was delivered by the Body cf a great 
dragon that fell into the Mtll^ar harbor, 
Blockifg that entrance for a month. 

Much of Thlan was also 
smashed into a smokiug ruin By these 
Beasts. Strangely, it worked in the favor 
of those men who lived there. Most of the 
damage was tak^n in the already-ruined 
section cf the city, where variotts evil 
warlonds vied for control and riches. The 
ottackiqf the dragons Broke their power, 
creating a vacuum in the control cf the 
city arid giving the men (f Thlan a chance 
to re-establish themselves and their homes. 

fet this would jiot occur whlh- 
out leaders, and the reappearance of the 
Conned cf Tfdan was the second great 
thing to occur in the city. ‘Bescendents of 
the last Council still survived all the tur- 
moil that had occurred, and many families 
wished to return to the land. These lead- 
ers were no great mages or wondrous 
fghters. But traders, merchants, and cler- 
ks. 'Lheir leaders, who remain to this day, 
were the shrewd and powerful tracer 
llliich Tberhajd, the retired mercenary 
captain "hkrner ^on Vrslingen, and the 
Bishop of Braccio cf Tyr. They have Been 
joined By their jwmr member, Torphyrgs 
of the ancicFtt Mouse Cudorna. 

Together the council has pro- 
posed C3(actly that which Valjevo accom- 
plished so (otg ago, clearing the city By 
means of recruited adventurers. "The 
promise of great treasure and the myth of 
the Tool cf Tiadiance provided adventur- 
ers with an imsistable draw. The Council 
puBlished notices and paid traveliFg bards 
to make sure that the story cf ThLin's 
waiting riches was distributed all around 
the Moonsea and beyond. 


Thlan Todaij 

The city of Thlan, Built on ruins 
upon ndns, is a city at war. 1 1 is divic^ 
Between the human forces of the Council, 
and those evil forces that hold a great deal 
of the city under their sway. 

The human territories of i^dan ■ 

are nestled behind a strong stockade cf 
stone quarried from the ruins and trees 
lumb&-edfrom the Quiveritg Torest. 
suBstantial city-guard patrol the open- 
irgs in the wads at all hours, always 
ready to repel any attacks By the old city's 
evdinhaBitants. 

The buildings cf rebuilt Thlan 
are sturdy and utilitarian, tenth little cf 
the splendor of the ancient past. The glo - 
ries of the past shine through in an 
ancient column now used to support a 
stables wooden rocf or a faded fresco 
overlooking an adventurers taprocm. The 
past is always vdth the inhabitants cf 
Thlan, reminding them cf what once was 
and could yet Be again. 

The natiifes of Thlan are a nu:^d 
group, imluding descendents (f the fami- 
lies if Ma^evos day and returnees who 
seefto reekim lands and iitasurt lost to 
the dn^on horde fifty years r^o. The. city 
alsofilkd with adveniurers seeking 
new fortunes and traders hoping to 
reesiabiish the old trading lines. 

and other generally evil 

humanoids are viewed with olOrTm ivithin \ 

the city, though evil humans come and go 
unmolested with the ships. It is said tkit 
spies from the other cities of the Moonsea 
make regular calls uhth the ships, oversee- 


ing tft& progress ef ths Council in re -esUiB- 
(isldng live city. If the Council is ‘TOO 
successful, some say, tlien sabotage may 
Be ift order to prevent ‘Pftlanfrom return- 
ing to its former power. 

The lands Beyond the civilized 
stoc^pde are wild ruins controlled By 
whatever local faction or triBe holds that 
piece of land. Control lasts only as long as 
the reach of claw or sword. 9et^ Bands 
of ores, goBBns, and men vie for power, 
some led hy more simster monsters. 


Much cf Qddans mined great- 
ness can Be found in the Old Ci^f. The 
main sights include: the forgotten riches 
of the wtdthy old nobles ^uses; Todol 
^laza, the center of the old trading ds- 
trictj and the Old Temple, now dedicated 
to the ddrhgod^ne. ^a§evo Castle has 
Been rfortified and is Being used as a 
headquarters for one factim leackror 
another. 

^hlan remains noWj as it has 
ever Been, a city with the greatest of 
potential. In cycles of iU lise and fad, 
legends have arisen hfort. Iner^rwering 
9d§.w ^Pfdans renaissattcej new kgends are 
sure to emerge. 


S 


Tfic TfiCan Area ‘Bestiary 

Tdiis is a list of some the monsters found in and around Thlan and the 

north shore ef the Mloonsea. iMost monsters can stril^fear into the hearts 
of meUf hut styme are more pau/erfid than others. The monsters reputation is 
reflected in its monster CeveC listed as a ^lipman numeral after its name. 
Level I monsters are kss ponieiful than a weU equipped beginning fighter. 
R Level Vni monster may be more pozoetful than several heroes. 


j^nhheh^ lUl): Large Burrowing insects 
with great mandiBks. These creatures 
have been iQtown to spit a powefidacid. 

^asibsf(‘l^n): R giant dght-legged 
lizard. One. of the mast dangerous crea- 
tures irt the realms because their gaze can 
turn creatures to stanel 

bugbear (1*1^): dUdeaus giant sizedgoB- 
lins who stand over seven feet in height. 
B\gbears tookjclumsy But are strong, 
quk-kjighters withgreat stealth. 

Centaur (1‘d): These good creatures are 
half men and haf horse. They are capaBle 
fighters and can Be valmBle allies. 

Displacer ‘3east fV/^; These creature are 
(age, Blacfpumadiks^ ertatuves with two 
tentacles sprouting front thdr backs. 
Tdiue creatures can appear several feet 
from their actual location. 

Drider (Vl): TLese creaturu resendk a 
cross Between a draw elf and a giant spi- 
der. They are powerful sped casters. 

‘Efretti {‘Cl I): These large powerfuljinn 
are from the elemental plane of fire. ‘Jhey 
are z^ery arregant and will only serve a 
powejftd master 


‘Ettin (‘Ull): These creatum (oofhkf 
giant two-headed ores. They have great 
stm^th and tisuady wield two spik^ 
cluBs that infUct terriBle damage in com- 
bat. 

fim §iant (‘Ul II}: These evil giants have 
flaming red hair and are immune to ad 
fire. ‘They usually attacLivith giant two- 
handed swords. 

(yiant frog (III): These are gimt carnivo 
rous frogs. They are fast, dangerous preda- 
tors who may Be poisonous. 

^iant Lizard (l^d): These are the giant 
cousins tcF the common lizard. 

Qiant Mantis (‘CllJ: These are the giant 
version of the common mantis. These crea- 
tum are fast, strong, and have good 
armor. 

Qiant Scorpion (‘111): ‘Ihese are thegiant 
z^ersion cf the common scorpion. I ts poi- 
sonous tail can kid a man. 

^iant Snake 1‘Jl): ‘These aregiant poi- 
sonous snaks^. 

^houl fill): These aw evil undead zvhose 
touch may paralyze a man in combat. 
They feed on corpses and attacLad diving 
creatures on sight. 
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Qtw[[ (II): ^Ifiese crratuns are fiyenu- 
fieaded Humanoids wHo stand over sei/e n 
fee^t tad. 

QoMifi (I)t ^Ihese are^ small kumanoids 
common in the 

giant (^ll)i *Jhest ore om of the 
smaKer, more stujdd giants ^ hut theij are- 
still tough opponents. They usually carry 
(atgt cluhs. 

'Mppogiiff (III): 'Jfoe magnificent crea- 
tures have iheforelimhs and head of an 
eagte. and the Body and hind f^s of a 
h-orse. 

iHohgoSlin (II): Ihese are human-sized, 
intelligent relatives of thegohlin. 

%oBo(d (Ij: ^Ihese are smad^ courardly 
humanoids 'ivho delight in hjlling 
and torture. 

Lizardmmt (III): ‘Ihese are fizard-lih§ 
hwnatwids. ‘They are omnivorous But they 
have a particuhr fancy for human ffesh. 

9^{edusa (VI): ^dxest art hideous ufomen 
unth snakes for had lUey can turn a man 
to stone tidth their gaze. 

I^linotaur (1/IJ: ^iBese are strong Bud- 
headed humanoids, ^ey are cruel nmn 
eaters j commoJtly found m mazes. 


^ummy (^11): dhese are pocverful 
undead tvith great strength, ^Ihe mere 
sight of one has Been kiumm to paralyze a 
man in comhat. ^Jhe touch of the mummy 
causes a strojge rottifg ddease. 

'I^^fmph (^): 'These are extremely Beautiful 
creatures that appear as ever-young 
females. They usuadyJnhaBit xvild 
and streams. 

Ogre (IV): ^Ihese are (arge, foul-tempered, 
ugBy humanoids. They art strong fighters. 

One (I): Idiese are evil pig faced 
humanoids. 

Those Spider (VI): Uhese are giant poi- 
sonous spiders uAtk the aBility to phase in 
and out of this dimension, lisuady they 
only "phase in to attaefi then "phase out" 
again. 

Qpkffing (IV): 'These are smad, fast-mov- 
ing creatures. 'Because of their great speed 
they are invisiB(e rvhen they move. 

Skeleton (I): These are the feast of the 
undead. These animated skedtons are 
usrndy controded By some exHl forte. 

Specie (Vll): These are one of the most 
poroerfid the undead. Thdr touch can 
drain the hfe out of men. 

Stirge (II): These are small Bloodsucking 
Birds. 

Thri-kpeen (Vl)t 'These are intelligent, car- 
nivorous insect men who (ive in Biorows. 
They have four arms and a poisonous Bite 
that paralyzes their foes. 
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Tiger (V): These are noBBe Beasts who are 
Both strofg andsdent. Though- their nor- 
mal prey are animals^ they have Been 
known to Become ‘man-eawsl 

Trod (Vl): 'These are large, strongf ugly 
humanoids. They kgow no fmr andean 
regenerate wounds. 

Vampire (Vlli): These art one of the. most 
dreaded undead in the H^alrn. They can 
drain hfe kvels, are strong fighters, and 
art sometimes powerful nugic users. 

iVardog (III): These are (arge, strong 
dogs, trained to kfB. Orcj; goBlins, and 
other evil humanoids are known to 
use them. 

Wight (Vl): Xvil undead humans whose 
touch can drain the hfe ou t of a jnan. 


Wild Boar (IV): These creatures are the 
wild relatives cf the pig. 

Wraith (Vl): These creatures art twn-cor- 
portal undead. Their touch can drain the 
life out cf a man. 

Wyvern (Vll): These cmatum are (hstant 
relatives cf dragons. They attack^By Biting 
and and using the poisonous sting in 
their tad. 

ZomBk (iV): i^{£gically animated corpses 
controded By an evil forte. ZomBies 
always fight Back,until destroyed or 
turned. 
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1m ^ociamations of Ihe City Councit 
of 9{cu> ‘Pfitan 

messages are posted m t(k imd cf the dtp 9{al[. Uky represent meS’ 
sa^es tfiat tfie City CouncU mints to re fate to citizens and adventurers 
in 9<(ezv ^fdatt. you to City ^aU tiu ^ame vM refer to tfte posted 
prodamatwns By numBer ‘Each prodamatim Bey ins witfi: 

ffrom tkt City Cound[oftf(§,wT(dan to ad Brave and fmrty adventurers: 


TrocQimatwTt LIX 

^ it f:nctvn that tfie councif is 
irtterested in Tecfaintiny tfie remaining 
Sfocf^s vf tftc city cf Thhn. Tii 
rectaim said Bfoc^ tfiey must Be first 
cleared cf numsters, •aermiTij and otfdr 
unciT/ifizedinBaBitants. ib this end the 
councif is offering a rmard to any person 
or group ujko is responsiSfefor clearing 
any Bfoch^cf tfte old city. 

^oclamation LXW 

it htwufn that the caumilis 
interested in aegmring information as to 
the disposition ff various formerly limng 
entities mmomf to Be harassing honest 
citizens in the vicinity of %blhigen 
graveyard. M reivanf is offered to any 
person zi/ho shad travel to said graveyard 
and return an eye-xvitness account. 

^oclamation LXXVIU 

^e it k 30 %Vn that the council is 
offering a reward to any person or persons 
who can provide information as to the 
disposition of several councif agents who 
have Been sent to investigate the unseemly 
happenings in the vicinity cf ^affugen 
graveyard. 


^oclamation Cl 

(Be it hnawn that the catmed, 
hnouhng that commerce is the Gfes Blood 
if Tfdarif has decreed that Sohal 
^eep is to Be cieaml of off unfawfuf 
irdoBitants. ^ reward is (ffered to the 
person or persons who succesffuffy carry 
out this commisshn. j^ff interested in 
applying for said commission shaff present 
themselves to the c^rfiqf the councif. 

^oefamtion CIX 

*3e it hnown that the councif is 
offering an induament to any individud 
who shaff serve in the rescue force for the 
mercenary Baftdof ^Tairna^-the fnvinciBle 
which has dLsappeured inside Phfhigen 
grat^eyatd. 

Proclamation CX 

(Be it hriozvn that the councif is 
seeding a stalwart Band to unckrtaf^ a 
mission ff partkufar serisitivity. Any 
Brave and clever Band cf adventure seef: 
ers who are not adverse to earnirg a large 
reward should present themselves to the 
couned clef h for a special commission. 


13 


(Proclamation CXI^ 

(Be it hyown that the council is 
offering a special reward for the safe 

of the fmr to the (House cf Bivant^ 
Said minoT was carried off during a Buc- 
caneer attach^on the merchant ship in 
which he was smling. Apply to the. coun- 
cil clerhf or the coancils commission and 
additional information as to the 
aBduction. 

Proclarruition CXX 

Be it known that the council has 
decreed that the threat of the pirates who 
plague eastern shipping 9^.w Thhm 
wSlBe diminated^ Phe councit <ff ers a 
genmrus reward for the er(oct Bxatiort cf 
the pirates stronghold in the ^wdight 
^darsk. An even greater reward is offered 
far the elimination of the pirates oj a 
threat to shipping. Appfy to the council 
defffoT a commission. 

(Proclamation CXX^I 

Be it kyown that the coancilis 
offering a reward for all Books and tomes 
containing information aBout the fad cf 
Phlm. amount cf said reward to Be 
dependent upon the value cf the informa- 
tion provided. 

Troclamation CXXIX 

(Be it known that the council has 
decreed that the foul poisoning cf the 
river formerly krwwn as Stryanow is to Be 
Brought to an etui. Accordrgly^ a reward 
is qffered to any group which shad travel 
up the river currently known as (Barrenf 
locate the source of its poisonings and 
eliminate said source. A conumssion may 
Be oBtainedfrvm the council clerkt 


(Proclamation CXXXPU 

(Be it known that the council has 
declared those individuals who have 
taken up residence in the mansion cf the 
former Xpval family to Be traitors and 
thieves. Be it further known that a 
reward has Been offered for the tlimina- 
tian of these outlaws. A commission to 
rid city of this ^ght may Be oBtained 
from the couned ckrk^ 

proclamation CLW 

Be if kpown that the council has 
proclaimed a generous Bounty for each 
undead kdkd. (Be it also known that in 
addition to said Bounty, the council is 
wdling to provide a special enchanted 
itern, usfftd in the tksiruction cf undead, 
to any group cf adventurers which 
accepts the commission to cleanse 
^adugen graveyard. App^ to the dty 
clerkfor said commission. 

Proclamation CL^l 

Be it known that the council is 
seeking a hearty Band to urukrtake a rnis- 
sion to rescue the P>uchess of (Mdvaunt. 
Hie duchess is supposedly Beirg held By a 
Band cf ogres in a camp to the northeast 
cfPhlan. A generous reward is offered for 
the safe rtium cf the (hichess. Appiy to 
the council cferkfor commission andaddi- 
tiorud information concerning the 
aBduction. 

(Proclamation ChXX 

Be it known that the council is 
interested in oBtaining information con- 
cerning Baruls if insect men known to 
plague the grassy planes to the west of 
9ffw Phlan. Said insect imn art a hazard 
to transportation to and from Zhentil 
J(eep. A reward is offemd to any person or 
persons who return with complete infor- 
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matiort on the locationj disposUisMj and 
the insect men. ^pp(y to the 
council clerkjor a cotnmisswn. 

^^oclamation CXC 

it that the cmindtis 
interested in oBtaimn^ information ahoiit 
the disposition of z^anotis hohgoSfins 
heUev^ to he £otfmin 0 in support of 
forces hent upon the destruction of our 
fair dtp. generous retmrd w offered to 
anp toko shall scout out the doings cf 
these foul creatures and report such to the 
council. A larger rervard is offered if the 
marshalling of said hohjoShns can he pre- 
vented. ^ commission map Be ohtained 
from the council eferk^ 

(Proddmation CO 

it knoton that the councif is 
interested in c(earin£ ohstacles to estah 
hshinp a trade route to the east. Said 
ohsiades currently include an infestation 
of lizard men in the svHimps the east, 

k rezaard is offered to any who can locate 
the source of the infestation and remove 
the lizard men as an ohstacle to trade. 
commission may Be oBtainedfram the 
council clerks 


nSodamation COV 

*Be it knmon that the council is 
interested in oBtainin^ information ahout 
the disposition of various kpBdds current- 
ly Believed to Be gathering hi support of 
forces aimed on the destruction of our fair 
city. ^ generous reuHirdis offered to any 
who shad scout out the doings of these 
foul creatures and report such to the coun- 
cil. H larger rezoanl is offered if the mar- 
shdling ff said koBoids can Be prevented. 
^ commission may Be oBtaimdfrom the 
council ckrk, 

Troclamation CCXl^ 

^e it kfunm that the council is 
interested in oBtaining information aBout 
the dsposition of a large nomad Band cur- 
rently Believed scouting the. approaches to 
our fair city. J4 generous reward is offered 
to any who can prevent said nomads from 
Joining with the force now gathering to 
attac f9{ew(Phlan. commission may Be 

oBtainedfrom the council clerk: 


J our nak "Entries 

Vust mirUs incCvde items wftkfi the adventurers m^ht copy or file in their 
journal as they travel. 'During the game these entries are referred to By 
numher. ‘When the game refers to a journal entry read the specific entry and 
place a ched^rl^in the margin to keep track^cf rvhkh entries have come 
up in the game. ‘Do not read ahead to other journal entries; some entries are 
false and may lead your adventurers astray. 


journal Dntry 1: 

R loud voice coming from a mogk 
mouth cast on a stone taBdt. 

7 mi Ifarash the Sorcera-! 

''Be kgvwn thotfor every living giont 
insect you return to Sorcerers Island ! 
will pay a generous Bounty, including a 
weapon empowered By magic. / widpay 
for giant insects such as thri-kreenj giant 
mantis, and anhkhqi^ "Jht insects may Be 
Bound By magic But dead insects are of no 
use to me. 

^^ring any Bodies to the northern nver 
mouth on Lak^ Cad the name of 
'farash* loudly three times and 1 shad 
come. *Do not cad unless you have some- 
thing for me. I shad Be very angry if / am 
disturbed without cause! 

7 am Odrash the Sorcererl 

Journal Entry 2: 

Eold in a painful whisper. 

7 never hk^pain. Let me go an' I'd 
ted ya cf the kpBold treasure horde. Tii 
attacksd a gold shipment once - tookit 
By surprise. Lhirty times my weight in 
gold pieces wete takpi- krt^w if we 

were raided wed B^se the stuff in the trea- 
sure TOOTTL So we hid tt Behind a secret 
door in the warrens ■ ■ thats where we 
k^p the womenfolk Ehey tossed me in 
here ta die, so it don't do no harm ta ted 
ye. and goodriddance." 


JaumalEntry 3: 

^n old leather- Bound Book written 
with a smadjfirm hand. 

'Ehe hordes came egain last night. 

'I&ir coordination was frghtening. 

Under the cover of darkness, goBhns and 
kpBolds pushed Bundles cfstkkx to with- 
in Bow range. Ehese Bunffes formed a 
wad that protected the smad ones from 
our archers. Once the wad was erected ore 
archers tookup safe positions there and 
B(gin pelting the castle wads with 
arrows. 

''Jtb tried shooting flaming arrows ae 
the wad of stkks to set it afire. (Monsters 
are normady afraid effire. Bitt these 
monsters slwwed Tta jhir Lhey sin^}(y 
scooped dirt on the flames to put them 
out. %fore ad the fires were out they had 
resumedfiring at us. Surefy, some unmtu 
ral force must have Been at work^v wdd 
these yuarlsome Beasts into an organized 
j^hUngfoTte. 

d do not kpaw if we can comBat the 
mmsters onslaught much longer. We lost 
12 THore men last nght. Ehe monsters 
seem to have an unlirmted numBer of rein- 
forcements. "Ihe Last (Priest of Eyr, 
Ecrrann Martinez, says he has a way to 
protect the k§zp. But says that its so 
terriBle that it may only Be used as a last 
resort, llnkss we receive reinforcements 
shortly, fermn (Martinez is our only hope . ' 
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Jcnimal'Entry 4: 

^ T<m0h(y drawti c(otk map. 



Journal "Entry 5: 

^ snmd^fMce of parthment /aided into 
the spine of a/amd/s hoty haok^ 

*Ehe/mmly treasures are hurled in the 
timneh SmeMtk %itds Wed. Cfinth down 
the wed and search for a secret passt^e. 

In the passive thm is a dar^erous trap. 
Search the wads until you find the iei/er 
to d^arm the trap. Then proceed thronyh 
the passage into an at^acent chamher. The 
treasures are buried in the southwest 
corner.* 

Journal Entry 6: 

^ (luichfy scratched note. 

Show the "Basis Seal to the thti-hpeen 
guards. Ee carful, they are wary cf out- 


siders. !K^p your hands away from yow 
weapons no matter what th^ do. 

*Witk the seal you shciddg(dn safe 
passage in to see the Queen. She will give 
you the artifacts in er^hangefar the seal 
and the treaty. "Do not do anything to get 
her mad, the btgs wouldjust as soon ^ 
you as haohiat you. Once you have the 
artifacts, get out of the stinUng burrow 
and get bachto the castle . ' 

Journal Entry 7: 

tightf^ bound scroll, seemdgly 
immune to the ravages of time. 

* fountains atul pools hold great power 
that can only be reached by performing 
proper ceremonies, ^ost sure cf these is 
immersion, for in this way the bather sur- 
renders himself ta the spirit cf the water. 
That spirit, or some portion of it, en ters 
into t^ bather, whereby he gains great 
powers. Woe to the weed wided whose 
spirits are smt to be consumed by spirits 
that put even the strorg at great rish. 
fura;^ holds that the falls of l^e m 
greatest of ad these. Borden writes that 
the fool of "^dance is greater still ' 

Lat^ in the booh, 

*Tlaces of ma^al power are rt£c&f- 
sardy tkd to one physical location. Tower 
eften moves from plane to plane along the 
path cf least resistance. The termnation 
cf the path determines the place's location 
on this plane. "IhlatHe upfmtvals between 
the planes may lead to a change in the 
path of least resisiance. This can change 


fUCventurcr's note: Legend for off maps*.. 


/Vv 51 Oifauntainf 
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where the path terminates m this plane, 
thus mo-virg the place of power. 

*Some who uhebd strong supernatural 
forces can bend the path an ergineer 

damming a river. When the path is bent, 
it can terminate in a new location, mov- 
ing the place of power on this plane, if 
the supernmxird force that bmt the path 
is removed, the path widsnap bach.to its 
original form and the place of power zvid 
return to its original location. Such 
disruption can have violent and 
unpredktabfe results. 

"Thus, inter-planar upheavals arid 
directed supernatural forces may hold the 
answer to the seeming^ ever- changing 
location of places of power, suck as the 
fool of "Kgdiance. " 

Journal Entry 8: 

rugged popjdar account cf the 
northern lands. 

days ride north cf the Varm is a 
barren and dead countg called the Lee- 
wai, land-in-pain or land-cf crtused-pain. 
further to the south this place is hpown 
as the Tortured Land. It is said to be an 
evil place, shunned by the i8idsrs. "They 
speaifhttle of this land. "But, yearly, dur- 
ing Ches, th^ mahe a trip into its heart. 
"There they go to praise the of a 

glowing spring. "This they have done far 
ages and so sfudt they do for years to 
come.* 

JmmalEntry 9: 

Several pieces of paper with hghly 
agonized writing. 

fact: Joran J^berach is a special 
envoy, from ZhentilE^p/ to the City 
Council cf 94fw fhlan. 

Strong 4(ymor: Tlere to negotiate a ml- 
itary assistance (greement between 
Zhentd Eeep and "fhlan. 


I^ymor: Zhentd "J(eep wants an 
ancient powerful artifact in return for 
their miUtary cooperation. 

!Rpmor: The fhlan City Couned 
has such an artifact that was found in 
the ruins of a recent^ jtduimed budding. 

"\7ague Joran .^berach wants 

the artifact for himsef, not for the rulers 
of Zheniil ^p. 

JoumafEntry 10: 

crude map scratched onto an old 
piece cf parchment. 

BAP 'T^^NlGia 




JoumalEntry 11: 

mangLd page cf fine paper with 
entries written in a very fine hand. 

is livid about the undead coming 
out qf"Valhingen graveyard. Three times 
Sle sent assault groups, three times 

none have Tcturned. 4(e dares not send 
any cf the priests cf fane to clear the 
grat^ard. Tie assumes that if a priest 
could wrest control cf the. undead from 
their currmt master, that the priest would 
then become a threat to Tlis power. 

7 suggested that if we couhl neutral- 
ize the power that leads the undead, that 
we could then use the undead as a tool 


9{e thoitgkt on i£is and ifttn ordendme 
to find out who m‘ ijokat is in amtrof in 
Vfdhingcn Qmveuard. ^Prdiminajy inifes- 
tigation sfwzos that the graveyard is con- 
mdkd By a Bdng of great yo'Wtrj pukaps 
a mmpirt or a dtmotu I skad e^nda 
feuf scouts and (ouf ie-i/dprksts to find 
out more information, ' 

younud "Entiy IZ: 

Message scratekedinto tke wad over 
tke poaL 

beware tke ponfer of the pooC 
d)eath to tkose unworthy of the 
gifts cf thepooL 

^ower to those wko wid use the 
gifu cf the pod wisely. 

*3athe in the poof if you dart^ 

yaumal'Entry 13: 

flowery note written on stationary 
tmBazoned with the symbol cf the City 
Counc il of J{pw Tklan. 

"With the artifact and agreement in 
this pouch we have made our final conces- 
sions to your demands. have given 

yon everything yon have asksdfor^ ^Ihis 
should settle our differences and cement 
our odiarue. 

"7{pw that we have delivered our part 
cf the Bargain we wid eTcpect you to 
uphold your end. Use this protected pouch 
and our representatives to deliver your 
part of the Bagain to the city council 
^memSer to include ad cf the magical 
items we agreed upon. 

*With the Buried riches in the 
reclaimed (PklaUi and the might cf Zkeniil 
9<^ep we vHd Be ode to control adefthe 
noriBem shoves of the Odoortseal 

Signed 

^orphyrys Cadorna 

City Council 

0\j^W Milan 


Journal "Entry 14: 

Severed pieces of paper with highly 
oganized writing. 

fact: Eorphyrys Cadorna is the last 
hpcrwn surviving member cf the Cadorna 
Clan. 

Strong rising star in city pod 

tics and m the City Council. 

llynwr: very charmingj has many 
adnnrerSi hut no kyotVtt mate. 

vindktivei Bd^ to get his own 
way and remembers when he is (in his 
mind) double crossed. 

fact: has contacted thieves to have 
them gain him information on the fool of 
Xadiance. 

fact: has hired a number of mercenar- 
ies through the thieves (we received our 
normal cut). 

"Ifigue iRymor: is using mercenaries to 
find fool of fgdiance. 


youTtudEntry IS: 

A clean map drawn with e^t bnes^ 



yourrml Entry 16: 

fold in a proudf hatghty voice, 
f am a princess of a triBe cf nomads to 
the northwest. My father is an old fool, 
^e wanted me to marry fjng ^ fgsidj 
to cement an alBance. I had more impar- 


IS 


tant thiTtgs to dOf than be ^ed f&mnt to an 
agiig monarch, iMten / marryt it shall Be 
to someone who has the same taste cf 
adventure and the same shfl with a 
sword, 

"Ided, father was insistent and his 
su^ects supported him, so / Ifft to seek, 
myfortum. fgBolds had been raidiTg our 
tents upon occasion, so / headed this way . 
if! could end the threat, then tdhave 
more kverege with my triBe. Slciwevtr, 
two nights egoj / amBushed by these 
worms ' - out and bound up. I 

final^got myself untied a Bttle while ago 
and was werrhing my way out cf these 
caves f when you showed up.' 

ymmal Entry 17: 

qukh^note on an often used piece cf 
paper, 

*1 must find some hardy aides in case 
this monster from Milan send^ his troops 
to attaclimy island. 1 need a smad, intel- 
ligent party who can move through the 
civiBzed areas without notice, but who 
have the s& to traverse the uncivilized 
areas and the wilderness, / watch 
the ne?(t groups to come to the lah§ and 
see if any would mahs^ proper allies. ' 

ymmal Entry IS: 

ratty ^ece of parchment with huge 
writing on one side. 

'"Hold the Sokgi Hi^p on fhorn Island 
at all costs. If attach, sacrifice your 
mops as necessary w holdout until 
relieved. 

*ln your deployment set two squads cf 
hobgoblins to patrol fhorn Island at all 
times, dost 2 squads (f archers art to 
Be deployed on the wads at all times. Let 
the pacKjf wardogs loose to cover the 
island severed times a day at random 
intervals. Set pairs of hpBolds observers 


in hidden locations around the island. 

If "Ihorn Island is invaded immediate- 
ly dispatch a messtge Bac^to the castle. 

raid send over however many rein- 
forcements iire necessary to hold the 
island,' 

jaumalEntry 19 : 

M Blachiboundiome written in a 
strange halting hand, 

\..and settled foremost in the had tf 
Minor Courtiers were the lesser powers: 
Maram of the Qreat Spear; Haash^ Mnce 
of Hargm; fyranthrwgts the flamed Chre; 
form of the Lahp of foiling Mud; and 
Camnodthe Unseen. "Ihese too fed down 
and became servants cf the great lord 
fane.' 

ymimalEntiy ZO: 

fold in il pained voice. 

just got the cut through to the 
Beastie 's fair when 1 injured my kg. "Kjng 
decided there wasnt much usefer me any- 
more, Made me a proposition ihotgh. 
Said if / went into the lair and Brought 
out the treasure, he d feed me iid I 
stopped Breathin. fest deal / had, so they 
tossed me down here. Ofpt Bern a fool, I 
Bt out for the deepest hidey-hok. 
"Ihanhfidly the beastie was asleep. 1 can 
stid move real quiet when I must 

*J^nyway, f there hasn t Been much cf 
an alarm, then dmnhpi feed must be on 
watch at the rock, Hts the iQTg’s son, so 
he cunt here with me - worthless sot. If 
hes there, he s gat kss Brains than a fer- 
mented ratfjust act officious and he d 
tah^ya ta the hiTg. "Wouldnt mind 
hearin of that tyranls denuse. fa seem 
just the types to do kJf?/ 
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Soiimal'Entry 21: 

^ crtm&fijig oi^ om of a massive 

series. 

t/wj time there ndin^ the Euhsted 
Ones Tvos a fowerful^enernC named 
Eyranthra^. 9(e strode before his armies 
cloa^d inflame and bed the 2(jders t>u t of 
the ^aste. M his hand the hin^dom ^ 
^arze 'tvas conquered. Eumtn^ south he 
bed his army to conquer the tHorreb and 
the iMne. Eqrmthm?cuj tvas a crueb mm 
and kvded ad that he had tahpt, murder' 
ina the princes of these bands. *But the 
flame that surrounded him. consumed hinit 
destroying his body, freed cf its shed, it 
flea) among ike men cf his armyj bghting 
on each and claiming it 1 1 ufas then 
zvhcn ^BamnSchodt imprisoned 
dyranthra^ in a viol cf ^aUr tahich 
s^ne (ifiie the hght of day. ^is he sankM 
the raatery depths of Longreaeh, 
defeating the armies Eyranthra^ had 
raised’ 

joitmalEntry 21: 

R nerv folded cloth map drawn in 
xoaterproof inh; 



Journal Entry 23: 

Several pieces of paper with highly 
organized writing. 

fact: VlrkhEherhard is old, hard 
headed in every sense of the word, leader 
of the initial eT^edition to mtaks^^Ehlan. 


Strong f^mor: w faithful to his wife, 
but she knawSf though he thesnl hrww 
she hriows. 

^I^junor: hates monsters, with a pas- 
sicnj would fid every last one bfore sur^ 
rmderiig. 

^ague l^pmar: aigry attitude is a 
cover; he is acttmdy paid by Ehe (Boss. 

(l(ymor: opposes rise of Eorphyrys 
Cadorna as a, "fbung upstart who docsnt 
respect his eldersl 

Jmimaf Entry 24: 

R piece of ohl, e^ensivt paper written 
in a died Brown fluid. 

*Cursed is the child forphyrys. (hie who 
was visited by the spirit if fire in his era 
die. Sit who burned his nursemaid, and he 
who called the armies cf the night down 
from the mountains. 

’(Possessed is the one calkdforphyrys. 
When the spirit cf eml is in him you cun 
see the fire in his eyes. When he is pos- 
sessed, the ground trtntbles with his 
power and the nearby plants wither as if 
£?iposed to a great heat. 

’"h^ne cf the servants will go near the 
child any more. / thinf he should have 
been drowned at birth. But his mother is 
bhnd to his possession. She guards him 
lil(e a tigress protectirg a l^tten. / thinli 
he has ensarcered her. 

’for now wc have no choke. We will 
evacuate the city by ship on the morrow. 
Rnd the accursed chddshaU. come along. 1 
swear diat he smiles every time them is an 
e?(p{osion, or anytime you hear a man 
scream. Saints preserve us all from this 
demon child.’ 

Journal Entry 2f: 

Rn qffkiul- booking notice. 

’fhe number of undead creeping out of 
the ^iMhingcn Qraveyard is increasing. 
Ehese undead have disrupted traimng, 
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destroyed property, and hided many cf our 
troops. (Patrols have been sent into the 
graveyard to reamnoiter and determine 
the source of the undead. (J^grte have 
returned finder your mponsibiUties as a 
priest of Bane in the city, you must help 
combat the menace. 

’Lead a group cf acolytes into the 
graveyard with the purpose cf discovering 
the source and leader of the undead. If 
your group can engage and (kfeat the 
leader, or destroy the source, do so. If your 
group is outmatched, return with your 
^formation so that we conform an 
assault group with clerks and troops. 
Upon completion of this mission you will 
be in line for promettkn to the nes(t hgher 
remain the hkrarchy of the temple of 
(Bane in (Phlan . ' 

Sigfted 

%eBoss 


JmmalEntry 26: 

R small bound Booh, 

7 have charted this maze as closely as 
I can. (My way is btockfd by both stone 
and nuptk death traps, (farash must have 
used his magic to escape this place. I can 
find no other way out.’ 

-g- SEcnir DOOR 



’fhrash. has been breeding CTtatnresfor 
increased ferocity. Most (f his e:?(peri- 
mentsfad. few live lotg enough to 
^natum. 9lane that matum have yet bred 


true. Rlw BoSes cf hisfaHures are often 
used as food for his newer creations. 

7 do not know what (farash intends to 
do when he comple tes his hideous e^^peri- 
mea ts. But 1 must assume that he will 
turn his abominations loose on the world. 
Eo these creatures Uhrash will be their cre- 
ator, perhaps even their god! Ehe idea of 
farash as aged to anyone skkgns me. / 
must find a way to stop him. 


Journal Em ry 2 7: 

Rn impmsive annenmeement. 

’BOlB&yof 10,000 gOHD! 

7 nhllpay lQ,000go(dpkcesfoT adve 
sahm^nl I %villpay gold pieces for 

a recently deadsahuegin ingoc^cmed- 
tion. 1 need a specimen of this man-Bkp 
salt water aquatk creature for my studies. 

’(Bring your specimen to the smre of 
Lai^ 9QUo andBuddafm as a signal, 
four specimen will be e^^mined. If it is, 
tm^ a sahwgin you could end up with 
10,000 gold pieces. But beware, I will 
know anyfotgeries, and I itAllpmush any 
attempt ^Jt deception. 

’So, capture a Bve safmgin, bring him 
to Lak^ ^to, and walk.away a rich 
manf 

Sgned 

farash the Sorcerer 


JaumalEntry 2S: 

R crude map Burned into an animal 
skin. 
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Journal %ntry 29: 

^ clem ?mp drawn witfi e^aci lines. 



Journal *Entry 30: 

Carejudy prepared nates. 

!^(pte 1: "iyrantlira?ips is dfjhtitely a 
prodM cj- immersion in tfie ^ool of 
%^iance. 9lis e?(traordinary SnUmncCf 
z^iyor, cfmrismaj and power of command 
must Be a direct result of e?[posure to tBe 
effects of the (Foall 

Osipte Z: ^ooi (ff%^dkmce may 

grant special magical aBilitks, 
^yrantftrcoQis effiiBits a fiery aurOj o5vi 
ously magical. 9le also seems to Bave 
e?(tra(yrdinaTy means efi oBtMnirjg in/ar- 
matiom Special magical powers granted 
By tfk pool mulde^lain Both the aura 
and the e^a inf ormatiort gathering capa- 
Bihty.' 

flgte 3: *^granthra^ teds storks 
about moving down from the nortH 
‘Though he never mentions the ^ooC 1 
gatfir that it is northwest of the 
TTfqgonspine Odountains. Strangely, he 
occasionally lets slip that he is mverfwr 
from the Tool, But that must Be a paren^ 
thetical referenced 


Joumal*EntTy 31: 

Eold in yuiet, hissing speech. 

'^Ihanffyou for saving my chihlrtn 
from the flutUator ^arash. In return 1 
will aid you in what wmj I can, thoi^h 
that may not begreat. 

J have h?st much cf myfodowing to 
young TTrythh who listens to the false 
promises cf EymnthrcoQfs... that if he 
Brings troops to invade Thlanj he wid rule 
the riverBanhs- 

*So, TTrythh and hisfodowers have 
been proving themselves in raids upon the 
fwBold caves to the southwest and the 
hoBgoBlin caves to the south. 

'for some time my followers have Been 
dkappearing. (But, when you freed my 
chil^enfrom the clutches of the evil 
Qdrash my status was increased. d>rytkh 
h^pt quiet for a time, But once again the 
young warriors listen to him and not to 
me.* 

JoumalEntry 3Z: 

^n announcment on rugged paper 
written in lagt dear symbols. 

it announced that 9dace, thefor^ 
mer cleric of our lord^ane, is hereBy d^t- 
edfrom the chwcL iHis crimes indude 
refusal wfollouf temple (hetates, unau- 
thorized performance cf nuyor miracles, 
and the great heresy afplacirg other gods 
aBove our almighty lord^ane. 

loyal followers of lord ‘Bane must 
report Maces preserue on sght 9le is to 
be captured, brot^ht Before a lo^ tri- 
bunal for fair andjust Judgment, and 
then burned at the stah§. * 

Journal Entry 33: 

^n official looBiing notice 

yarashj 

*lhe time has come for you to add your 
power to the growing legions cf my fob 
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lowers. Come andsupphcantyoursdfto 
m and / wid rewardyou as m important 
officer in my magical forces. 9^u will 
sen^ as the advisor to the cohort of sol 
dkrs to Be based at Sorcery 's Island. 
y(i^t and you shall be crushed bffore my 
almighty power. I e?(peci your positive 
rep^ witinn the weef * 

Signed, 

9MBoss 

JatimalEntiy34: 

Eohl in fl triumphant tone. 

*ybu have no understandirg cf the 
subtlety cf 9granthra:>(us and his adks. 
ylere you have trusted me enough to Itt 
your guard down. Mgwyou are my pris- 
oners. 

My Bpboldfriends deserve some 
reward for thdr help. Idierffore, you are 
to Be ta^m to their pit. ‘There, unarmed, 
you shad fight Bersheera, my pet serpent. 
Sle should Be hmgry now, merchants 
don't satify him for lorg. * 

Journal Entry 5S: 

Tbld in halting speech. 

*TTumlgou for freeing us. yhirash has 
been e?(perimen tirg on our people, charg- 
ing them in horriBle ways. Every nght 
we carry off another lizard man with his 
chest burst open or his head mangled. 
O^arashsay he maBe us lifpSa-Mag-Sin. 
9(e always say that he mahe us stronger, 
better hunters. But ad he make us is dead. 

*‘Mk were riot- allowed to speakwhen 
ffarask was around, lliese marks wm 
passed doion to us emd remind us cf home. 
‘They represent the friend word used 
Between hzard men cf different tribes. If 
you meet lizard men on the outside, this 
word may help you. * 


Ehe lizard man carffudy scratches 
mark^ into the £rt. Tfou recognize the 
mark^ as two runes and a path symbol. 

os ^ 

Journal Entry 36: 

Cartfudy prepared notes. 

9lpte 4: % has fooled me. this 

tune he has coded himsdf Eyranthra:^ 
the flamed One. 9(e effuBited his flame, 
andspok^ cf deeds attributed 
Eyran thra^. But today, whik he did 
not hgow I was around, he rtveakd his 
true identity. 3(e spok§ into the great pool 
in his lair. I think he spok^ to Lord Bane 
himself J^nd he referred to himself as 
Maram. Maram, he of the great spear, is 
also a servant cf Bane. 

*H4ty woidd my leader use a false 
name? Me hides his identity from the 
world, so that they do not research his 
past and discover his weaknesses, l^hat if 
he also hides his identity from his closest 
advisors, so that they also cannot kgow 
his true abilities and weaknesses. Anyone 
who attacked hint, thinkitg to utihze the 
weaknesses of Tyranthra?(us, would Be 
destroyed By the dfferent powers of 
Maram cf the §rmt Spear. 

My research into Eyranthra^ is now 
useless. I must scour my records for details 
concemirg Maram of the §rmt Spear. I 
have much work.to do.* 
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Jourmd "Entry 37: 

A massive attas drami % t^e nmtftermitician ^marus^ 
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3mmal%ntiy 38: 

Several pkces gf paper vAtk ki^M^ 
oi^anized 'uniting. 

fact: l/^ermi voti ^rsBigen is a 
retired ntercenarp captain turned Business 
man^ 

Strong ^I(pm7r: most^ interested in tfie 
mditary aspects of tke recmi^u^st of 
Tfdan. 

^Hiimor: fought in a mercenary unit 
hired hp ear^ in his career. 

^mor: hates Zhentarim Because he 
fought in a UTut against them, several 
times. 

^mar. has strong contacts with other 
mercenaries and some ruffians in town; 
none of our informants confirm such con- 
tact, 

Vegue ^mor. %^on tirshngen's unit 
nm toiped out Bp enemp nugic users; he 
was the onlp sundvorj he retired and now 
secretly hates nugic users. 

journal "Entry 39: 

^ preserved parchment covered with 
giant script. 

7 am writing to you to ckscrihe rny 
further ingiurks into the legend cf the 
Eool cf ‘J^iance. [t seems the pool has 
moved several times, Lang ago^ at least 
one wise wizard actually mor/ed the pool 
into his abode for a period of time to 
sUidy it, iHowever, the pool seems to 
return to its original location after every 


nurve. i am now watekitg tlce dry hole 
that is the pools natural location, When 
it returns / will Be ready, I truly Belkr^ 
that the Tool of ^Hstdiunce is the l^y to the 
secret wisdom that I seeh,' 
jijurs in wtsdarn 
Sorrassar 

joumalEntry 40: 

A quiefnote an an of len used piece cf 
paper, 

'^oth hpBoCds and hoBgoBltns e^ in 
large numbers to the east. ^Ej^penments 
show neither mah§s good Breeding materi- 
al.^ 


jaumal Entry 41: 

A dean map drawn with e^t liTtes, 



joumafEntTy 42: 

M. sketch drawing. 
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DAYS TO DLO 


jmmalEntry 43: 

^ loosely torapped scrod. 

'^am^ the- §ood, paladm and 
brother of Eaima^- the fmnncihlCf and 
Sarudm of Eeshwave^ the high priestess cf 
Simef attached the denizens cf the 
^iMhirgen ^rav^ardwith a holy 
vergeance. ^ey came in search cf 
Eainudg and his mercenary Band, who 
assaulted the grav^ard and £d not 
return, 

"Sarasim used her holy power to dissi- 
pate and turn the undead that confronted 
them, ^ramedg wielded his vorpal sword 
and slew the few that fought her power 
*Eogether, ^rattudg andSarasim pene- 
trated the graveyard to an evd marBle 
crypt. "They found and splintered an 
empty coffin, Btessbg the renuuns and 
sprink§ng it with holy water Ehen they 
confronted the owner cf the coffin, a crea- 
ture of great evil and the ieackr of the 
undead in ^alhingen^ an ancient vampire, 
Ehe three Began a furious melee. 

'*Jhe vampire was swayed By j^ramalg 
andSarasints power, But wotdd rtot Be 
turned Ehe vampire shouted, I have 
defeated Eainui^ and his warriors, I will 
defeat the Brother cfEaima^ as wedl 
^he vampire summoned an army cf 
rats and tried to charm Sarasim to his 
side. But to no avail. Sarasim resisted his 
charm and I4ramalg charged through the 
massed vermin, ^Ihe vampire fell Before 
the mighty Blows cfJ^rama^'s holyswerrd 
and Sarasim s enchanted mace, 

"defeated, the ancient vampire dis- 
solved into gas and fled to his ccfjin, 
f hiding the coffin destroyed he returned 
to soBdfornt and screamed. Seizing the 
moment J^rama^ graBBed the vampire 
and held him toith all cf his strength. 
Sarasim ran up and drove an oal;m stake 
throtgh the vampires heart. 


*J^rama^ andSarasim peiformed the 
proper rituals to Banish t& vampire for- 
ever. Ehen, wounded, S4rama^ and 
Sarasim left %klhingen graveyard, h was 
Beyond thdr power to complete^ cleanse 
tfte evdplac.e, But they had e^racted 
proper vtngeancefor the death of Tuimalg 
and his troops,^ 

jcmrtuilEniry44: 

J4 cleanly umitten note on sfandird 
paper found on the Beefy cfa dead trader. 

Miemm, 

’aledo my good friend I hope you and 
your Brood are welt. I am tired; tired ff 
trekfivg through unspeakaBle swamps 
and over unelimhahle mountains to take 
my meager wares to urgrateful customers. 

"Only one event has saved this year 's 
sales. I found a castle full if happy folk, 
who were very good customers, *Jh^ were 
starved for goods and news from the out- 
side world. J4nd wed they should Be, thdr 
castle was in the middle cf a small forest, 
and the forest was in the midede cf a 
swamp! 

"9hese people seemed to know nothing 
cf recent even ts. Ihcystidspoks^ cf Efdart 
as if it were in its full flower, Mnd they 
paid in oldEhhnian goldSovereignSj 
double the weight of the newer gold 
coins! 

"ndiougk they were out of date, they 
Wert very friendly and prosperous. I saw 
more than om gem glitter in the sun, and 
several swords showed a flash t/uii made 
me think^they were magic. If you are- will- 
ing to dodge the vermin of the swamp ! 
would add thd castle to your trading 
route. Speed to your horse, strength to 
your arm, and skid to your trading," 

Eour "friend, 

"Burach 
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3mrmd^ntiy 4$: 

Ibtd in perfect^ styUzedt common. 

'gemraiions oyotflesk tMnys wm 
fewer and wt hr^-sfisJded hdngs nded 
the sfiores of LazarOf wfuufksk tfdnys 
cad the Odoonsea^ n^egatfwredmmkgotd 
and fiatinitmi pks many yem for decora- 
tion and to appease ottr ownyods. are 
quite adept atfindny suck trinkets as wc 
ffwJfe our Home By Burrowiny mtk mr 
own mandlBtes^ ^e know the tardt 
none other can. 

*l^dkenflesk things Began to mtdtipiy, 
we did not [aokon them as inted^ent 
^Ikey coidd not decipher our ghrious dm 
guage of sounds and movement and we 
coidd not fathom intei^mt communica 
tion Bmited to their feehk squeaks 
grunts. 

we assumed the flesh creatures 
Wert unini^igent we looked on them as 
sloWj soft, weohi But tasty prey, ^ut the 
prey soon came riding swft BeastSj and so 
were no longer slow. ^Ihen they came in 
metal sheds, and so wm no longer soft. 
J4nd then they came hurling Bads of fire 
and clouds of stinki and so were no longer 
weak. Our gods told us that the flesh 
creatures would multiply and that our 
only hope was to remat. 

*We retreated underground, into cap- 
erns carved By our own mandihles. 
only venture to the surface to guard our 
lands and to find food less powerful than 
youTsdves. have kept the location of 
our nest secret for tmmy generations. 

3ut now you have come, ^ou have 
d^eated our Warriors, evaded our traps. 
life admit your power. have nothing 
further to gain By camBat. If ym wid 
leave us in peace you may take the gold 
and gems that were sacrtdto our gods, we 
have Been aBandoned By them. If you will 
not leave ixs in peace then we must fight 
to the last. What is your decision^ 


foumal*£ntry 46: 

£old as jaunty, after dinner conversa- 
tion. 

^is is an old story that I first heard 
while serving at the Citadel if £he 
^ven. THrg was the usud BarBarian hero 
- the type oBle to snap five mens Backs 
with AiJ Bare hands, wrestle and tame the 
cloud horses, pierce a man with ajavedn 
from many miles away, and other equady 
preposterous thirgs. 

*^Ihe story goes that dHg and his Band 
of mm found a pool of unfrozen tvater 
while wandering i/j the snowy wastes, 
dhgs htde pet lizard 3ezma got too close 
to the pool and cBscovered that not only 
was the water not frozen, it was BoiUtg 
hot; so hot that it cookgd the skin right 
eff of SeznuL 

^d)ig was so angered he thrust his 
spear into the pool mdroded the waters, 
fhe. demon of fire tfu^ inhoMted the pool 
was disturBed and roared out of the pool 
to do Battle. Ihe demon leapt from man to 
man, consuming them in a sirgle touch. 

'^ut the demon cf fire cotddnot defeat 
dHrg. 9lfi ther could fyirg find a weapon 
strong enough to withstand the creature 's 
fire, j^fter Battling for an entiVu day, dHrg 
finally coded upon his totem god for md. 
With this magical aid, IDig was aBle to 
trap the flaming demon in a triangfe cf 
power whore supposedly he is even to this 
day.' 

foumal "Entry 47: 

j? smcdl wrinkled parc.hment nhth 
roughly scratched notes. 

'4loBgoBlins transferred out cf "l4ficVo 
Cc^le. 9{pw replaced By giants and trolls. 
Sounds very tough. 
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^Stejanow Cfate guarded By Bugbears 
and ettins. Allard ettins Sdnt light. 

9dust Be charmed or controlled. Sounds 
tougfU 

'Some smugglers sneaksuppBes 
through Stcyanow gate to fihe ^oss. 

^ust checfiit out. 

'Overheard hoBgoBlins say a dragon 
scared them into leaving a nice lair in the 
mountains out east. Cotddit happen to a 
nicer Bunch of creeps. ' 

founmlEntry 48: 

Several pieces of paper with highly 
organized wri ting. 

Strong ^dpmor: Ehe "Boss is a dragon or 
is a human who can tak§ the form of a 
dragon. 

"Uague 9i^tmor: "Ihe Boss is a metallic 
dragon. 9l0 considered hk^y as metalBc 
dragons are good'. 

Eact: "The Boss holt^ aiuhcnces in 
T/a^evo Castle. Castle is guarded By 
groups cf Big stu^ monsters, with occa- 
sional smart human leaders. 

^ipmor: "The Boss doesn't spend full 
time at "Ca^evo Castle. 

fact: TTUize inside castle wad; pass- 
words are needed to get past castle gates. 

idgmor: "The Boss has Been sendij^ cut 
messengers to the triBes cf monsters in the 
area to recruit new tmits. 

"l4gue ikumor: "Ihe Bass is recruiting 
new units in preparation far an assault to 
retake the civilized sections cf "Phlan^ 

HourrmlEntry 49: 

J4 letter on clean white paper in a 
strong hand 

Eo: 

"The Boss 

"Cafevo Castle, Bfdan 

Sir, 

7 categorkady reject your demand that 
1 submit my island and my powers to 


your control 1 am a free man atid ! wUl 
remain free. petty tyrant can order 

about a true mage. 

'If you or your troops mak^ any move 
towurd Sorcerers Island I shad send m 
army if my unstoppable aquatic creations 
down the Barren 4^vcr and sinkgour pre - 
ciaus castd. Until now you have Been 
Beneadt my notice. If you value your 
ejTtpire, let us k§ep it that way.' 

Signed 

y^ask, the Sorcerer 

fmrmilEntry SO: 

offickl looking notice 

'S^emBle a group cf at (east 30 of 
yourfodowers. 9deet up with a hoBgoBhn 
assmdt farce at the smad docks to the 
west of town. "Jou and your group wid Be 
under the command cf the hoBgoBlin lead- 
er. dodow his orders. Upon completion cf 
the mission you wid Be rewarded with 
food treasure, and many staves.* 

Signed, 

"The Boss 

Scribbled on the Back^af these orders is 
9^TTis the grays ument reply to "Ihe 
Boss 

7 wid never fodow the orders of a 
hoBgoBlin. I don't go on missions until 1 
kpow tKoctly what were supposed to do. 
Sind I don't go on missions for an 
unknorm amount of food, treasure, and 
slaves'. I do go on missions where I am in 
command; where I kvow e^^tly what the 
tajget is; md where I know e?(actly how 
much Id get paid. "Don't send me another 
order until you can meet my terms.' 

Signed, 

9^rris the gray 
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3ouma{ 'Entry ^1: 

StDeral pkccs of paper mtk 
organized zoritiny. 

fact: ^Bishop Bmcdo is tke highest 
ranking reti0ums deader in Bfdan. ^ns 
smad temple in civdized section cf city. 

Vayue ^mar; Braccio is uctuaUy a 
fwnt-manfor a potomful hi^h priest zoko 
neper (eaves the smail tempfe. 

Strony ^Rimior: Broccio is mder fim to 
'do something" akotit the tmdeadpwkiem. 
So long tke undead zoert causing tke 

monsters mare trouSie then tke sett(ersi ke 
kad otkeTf more pressit^/ pmk(ems. 

‘J^mor: Bracdo is opposed to tke tem^ 
p!e tendency to sed c(enca( *mirac(es'; kut 
ke understands tkat tke tempke needs 
funds. Bmccio tootdd tatker perform suck 
'mirades^ in exe^kangefor good zoork^ 
done in tke name cf tke ckurtkj not just 
for motley or items of pouter. 

journal Entry S2: 

(Dedoered in ckiding^ c(ear tones. 

*!Hear us in our kourqfneedl tke 
nomad zoitchdoctor crieSf "Ekis nigkt we 
fight a great Battle. By tke kreafjng of 
dawn eitker our enemies will Be dead or 
we zaid kave Been destroyed. 

"S^cept tke sacrifice of these outsiders 
and give us tke stmgtk to d^eat tke 
kordes of our enemies. Jidour (im&s zoitk 
yourfire^ and fid our minds zoitkyour 
fury. Let us vanguisk our enemies just as 
zoe vanquish these invaders who have 
come among us( 


journal Entry 53 : 

il crumpded discarded piece of paper, 
fud of nth outs and scratch overs* 


Briests; 

1 

jAcofytes: 

4 

Ogres: 

1 

dfohgohlins: 

40 

Ores: 

30 

^oBUn Slaves: 

20 


joumd Entry 54: 

a page from an unknown diary* 

‘Ehey stole my map to tke Tool 
Somehow they knew when I was comng 
and e^tiy udiat to tookJor Ekey didnt 
even Bother to k^ me; they smd / wasni 
worth k^ing, Ekey just crippled my (egSi 
iook^tke map^ and rode away laughing. 

‘(After tke attaek^and tke rigors of my 
trek.ad 1 jememBcr is that the Bool is in 
tke B^ragonspine, north and west if 
Sorcerer's Island* It shines just (ikg^ they 
said it zvould* Eou can f tel the pazver 
flouring out f it. Bjrgs and generals 
have searched for the Bod, and 1 had a 
map that led right to it* 

7 / / ever get Back^tke use f my l^s 
Id go after them* Id get Backjnymap. 
fd get to the Tool. JAnd this time I'd 
Bathe in its power* Ehen I d teach them* 
I'd teach them ad:' 
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journal Entry 55: 

Bekvered as you sit around the camp- 
fire, 

"Edu must Beware f the many dangers 
in this r^ian. Several days zvadito the 
west there is the pyramid f evil. It has 
Bun long avoided By odsensiBle men. Eo 
the southeast is a lair f many ferocious 
(wBgoBlins* Ehe areas to the southwest, 
are UduiBiiedBy evil men -- Buccaneers, 
maremders, rmd soldiers f an eznl empirt 
far to tke west* (\nd adgoodfoiki 
the swamps to tke east* 9^ptkijg But dan- 
ger grows in the swamps/ 

jmmal Entry 56: 

J4n unsent note zvritten on sturdy 
parckmenL 

*Stn active dragon has made its home 
in the B>ri^onspine Mowttains to tke 
northwest. 3(^p search parties away from 
the arm so as not to catch tke dragons 
attention.’ 

journal Entry 57: 

ratty piece f partkmenS with (wge 
zoriti^ on one side* 

'Our spies in tke city inform us that a 
party f invaders wid travel to Sokol 
to free it Eo comhat these invaders, 
ossemBle a farce f no less than three 
synods. Eravel By Boat from the smad 
docks at the west f town to Ehorn 
Island. Move undetected to Sokol 
find the adventurers in or around Sokol 
^K^p. Bfl them Before they can Teturn to 
the city council zvitk information ahout 


tke true sittcation iit the keep* 
zvith tke invaders heads as proof f com- 
pletion f your mission* Upon completion 
you zvid Be mwarded with food treasure, 
and many slaves.’ 

Signed, 

'The Boss 


journal Entry 5S: 

tattered piece f parchment 
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*Tavem ‘Tales 


Tfe taz^erm cf 9{§ri^ ^hhn arefUkd witfi samndreh, cm-tmrtf and admn^ 
turtrs ■ ez^ery one a (iar and a gossip, ^thi folloudng taotm taies rtpTtstni 
such rumors and (ks. 


T\dimyoaa^ iti a taventj he 

nferred tc a particular tak ^ mmher. 
^ind and read that tah. If you ready 
tfnnJi_Cff your adventurers as mnwr 
mongers^ read ad the taks. 

Sonte cf these taks are tmcf some are 
hosed on truth, andsoTTte ham never been 
corrupted hy a hint cf truth *Even zohen 
a tavern ude w rf erred to % nuTHher, it 
mi^ht he false. 

Ehk 1: far to the northeast, in the midst 
(f a vast szvamp, he the uninhaSited 
ruins (f a pov/efui wizards castle. 

fak 2: dmnhhard sits in a corner cf 

the tavern spinning a seemingly endless 
tale, hut no one is listening. 

fakSr Weds throughout the city often 
provide access to hidden dens and under- 
ground passages. 

fak 4: Mn anghsh lord commandeers one 
corner cf the har to (ecitire an the tdti- 
mate range cf his adventures. Ehe crowd 
ignores hinu 

fak S: fo the east cfThlan des a gleam- 
ing castle of gold that shifts its location 
from, time to time. 


fak 6: ^ weird looking udzard dressed 
ad in hkeki sits alone and mumhks into 
his he^, * Id return ne?(t time and show 
them all!' 

fak 7: great treasures are to he found on 
the Banks f the ^Barren fiver as one mn- 
tures northward. 

foie S: ^Idie graveyard is controlkd % a 
very powerful and ckver undead creature. 

fak 9: M puzzled patron with a dmited 
vocabulary questions everyone he comes 
across about how to complete a 
manuscript dated 1977 
Zlnfortunatelyf no one can help him. 

fak 10: fo the west lives a tribe of 
insect -men who worship normal men and 
give vahahle gifts to who visit them. 

Bale 11: 'Uie Bkagonspim Mountcuns are 
inhabited hy a race of evil dn^ons who 
lure travelers to their lairs and slay thent 
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Bak 12: J4 bedrcyjgled adventurer decries, 
*Ehere was a mmi called tu rtle, wads 
that arent them living driers; I never 
didjigurt out what was going onJ' 

fak 13: 14 master thif has set up a hid- 
deft training ground tkep in the old city, 
righl under the noses of monsters. 

fak 14: Ogm who live to the east of 
Thlan are holdirg captive a princess far 
whom a huge reward has Been offered. 

fak Id: nhe merchant; of ZhentU X<^p 
are settir^ up a trading Base far to the 
west cf Bhlan. fhey re hiring caravan 
guards for good Wi^es. 

fak 16: Buccaneers operate a slave auc- 
tion out cf a hidden camp near Stormy 
Bay. 

fede 17: An oldscge sits in a comer with 
a darf^wkard. 'faure right , ' laughs the 
sage, \.heyll do anything I tdlthem to, 
no matter how si^ orphantastic . ' 

Bide IS: Off to the east of Thlan roams a 
tribe if marauding nomads. Bhey have 
been pidagiig villages in the plains with 
the help if a powerful artifact they have 
discovered. 

Bak 19: Mighty tribes of wild dwarvu, 
thousands of them, roam the 
Bkagonspine Mountains, kstroying vil- 
Icgers and kfUng trmders. 

Bale 20: 7 was totally coffused; it was 
fife being lost In the darkri^/ sighed the 
overwrought adventurer, ^fghbits, hats, 
bowling bads 7 l^Ihere in the realms 
was IP" 


Bale 21: Bhe monsters in Bhlan are led By 
one cf the generals who sack^ the city a 
generat ion f^o. Bhe general has used 
great mc^k to mafe himself immortal. 

Bale 22: M vast fortress cf kpbolds domi- 
nates the western tip of the great swamp. 
^Idrese normally weakermtures grow to 
great size and have er^uordinary 
powers hen. 

Bale 23: An ancient Silver 9?r(gon stid 
lives up in the TTragonspine Mountains. 
Bhe drt^on i? not evil and will help 
travelers who battle evil. 
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APPENDICES 


MOMEY Cffl^VERSlOTiS 


Coin Type 

Copper 

Silver 

Electmm 

Qold 

Platinum 


Qold Equivalent 

200 cp - 1 gp 
20 sp - 1 gp 
2 cp - 1 gp 
1 gp - 1 gp 
1/5 pp - I gp 


^COND LEVEL MAQIC-USER SPELLS 

Delect lnvi$ibil(ty 

Invisibility 

Knock 

MliTor Image 
Ray of Enfeeblement 
Stinking Cloud 
Strengtll 


SPELL UST 

This is a listing of spells available to player 
character clerics and rnagiiMisers as they 
gain in level. 

riRST LEVEL CLERICAL SPELLS 

Rless/Curse 

Cure Light Wounds/Cause Light Wounds 
Detect Magic 

Protection from Evll/Frotection from 
Good 


THIRD LEVEL MAGIC- USER SPELLS 
Blink 

Dispel Magjc 

Firebsdl 

flaste 

Hold Person 
Invisibility, 10' Radius 
Lightning Boll 

tYotection Prom Evil, 10 Radlus/Frotcctlon 
rrom Good, 10' Radius 
protection from Hormal Missiles 
Slow 


SECOND LEVEL CLERICAL SPELLS 
rind Traps 
Hold Person 
Resist rire 
Silence 15' Radius 
Slow Poison 
Snake Charm 
ritual Hammer 

THIRD LEVEL CLERICAL SPELLS 
Animate Dead 

Cure Bllndness/Cause Blindness 
Cure Disease/Causc Disease 
Dispel Magic 
Prayer 

Remove Curse/Bestow Curse 

FIRST LEVEL MAGIC-USER SPELLS 

Burning Hands 

Charm Person 

Detect Magic 

Enlarge/Reduce 

Friends 

Magic Missile 

Protection from Evtl/Protection frorn 
Good 

Read Magic 
Shield 

Shocking Grasp 
Sleep 


ARMOR LIST 

Weight 

Armor Type in gp. 

AC 

Maximum 

Movement* 

Hone 

0 

10 

- 

Shield, Small# 

50 

9 

- 

Leather 

150 

8 

12 squares 

Padded 

100 

0 

9 squares 

Studded 

200 

7 

9 squares 

Ring 

250 

7 

9 squares 

Scale 

400 

6 

6 squares 

Chain 

300 

5 

9 squares 

Splint 

400 

4 

6 squares 

Banded 

350 

4 

9 squares 

Mate 

450 

3 

0 squares 


* A character carrying many objects, 
including lots of coins, can be further lim- 
ited In movement to a minimum of 5 
squares per turn. 

# A Shield subtracts 1 AC from any armor 
it's used with. 

TABLE OF EXPERIEHCE 
PER LEVEL 

The following shows the amount of experi- 
ence a character must earn to gain a level 
in his character class. All experience 
earned by multiple-class characters is 
divided by the number of classes. When a 
character has earned a gain in level for 
one class but not another the Show com- 
mand shows his highest level. Thus, a 


3^ 


character who is a fighter-thief and has 
earned 1,S00 experience points in each 
class (a total of 5,600 XP).. wiU be shown 
to be 2nd level because he has earned 
that level as a thief, though not as a flght- 
en His fighting abilities are stiU based on 
his being a 1st level flghten 


CLERIC Spells^ 

Level Expcrieiiee 12 3 

1 0-1,500 I - - 

2 1,501-5,000 2 - - 

3 3,001-6,000 2 1 - 


4 6,001-13,000 3 2 - 

5 13,001-27,500 3 3 1 

6 27,501-55,000 3 3 2 

* Clerics get ^ditional Spells by Level if 
they have a Wisdom of 13 or greyer. 

FIGflTERt 

Level Experience 

1 0 - 2,000 

2 2,001-4,000 

3 4,0Ol-B,OOQ 

4 6,001-18,000 

5 18,001-35,000 

6 35,001-70,000 

7 70,001-125,000 

0 125,001-250,000 

MAG1C-U3ER; Spells 

Level Experience 12 3 

1 0-2,500 1 - - 

2 2,501-5,000 2 - - 

3 5,001-10,000 2 I - 

4 10,001-22,500 3 2 - 

5 22,501-40,000 4 2 1 

6 40,001-00,000 4 2 2 

HREF! 

Level Experience 

1 0-1,250 

2 1,251-2,500 

3 2,501-5,000 

4 5,00 MO, 000 

5 10,001-20,000 

0 20,001-42,500 

7 42,501-70,000 

e 70,001-110,000 

9 110,001-160,000 

CLERICS VS. UrSDEAD 

A good or evil cleric {not a neutral one) 
has a certain Influence on undead. He 
extends this Influence by using the Turn 
command in the Combat Menu. His level 
determines how many undead and what 
hind he can influence. Evil clerics can 
make undead either neutral or friendly to 
the party. Good clerics can drive the 


undead away and may be able to destroy 
them if the cleric Is of a high enough level 
and the undead are of a low-enough level. 

The follou^ng Is a list of undead In increas- 
ing order of power and what minimum 
level of cleric a character has to be to 
have any influence over them. Low level 
clerics generally have a chance, not a cer- 
tainty, of affecting undead. 

nitilmum 

Undead Type Level of Cleric 


Skeleton 1st 

Zombie 1st 

Ghoul 1st 

Wight 1st 

Wraith 5id 

Mummy 4th 

Spectre 5th 

Vampire 0th 


GLOSSARY OF AD&D® GAME 
TERMS Al^ COMFUTER TERMS 

Ability Scores. These are numbers that 
describe the attributes of the characters* 
There are six abllily scorcsi Strength, 
Intelligence, Wisdom, Dexterity, 
Constitution, and Charisma. For the moat 
part, the range of numbers runs from 3 to 
18, the higher the better. 

Adventurer. This la a term for one of the 
charactera you play in this game. 

AHgnment. This is the basic philosophy 
of a charaicter. See Alignment in the What 
are Characters? section of the rule book. 

Character. This Is another name for one 
of the persons you pi ay In the game. A 
party consists of several characters. 

Command. A one or two word option In a 
menu. Activating that command allows 
you either to view another menu or have 
your characters perform em action. 

Eticouriiter. This Is what happens when a 
party meets a monster. You arc given a 
menu of choices of how you want to han- 
dle the situation. 

Enter. The act of giving a command to the 
computer. How this is done varies depend- 
ing on the computer. 
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Experteiic* Points <XP). Every encounter 
the charactera have yields e?tperlencc 
points for every chaaracter depending on 
how successful the encounter was for the 
party, A character who gains enough Xf 
can advance a level if he has enough gold 
for training, 

FEictng. In comt>at, a character faces m 
certain direction. An attack from the direc- 
tion he la not facing has a greater chance 
of doing damage, A character will always 
face an opponent if he has only one oppo- 
nent, 

nit Points (tlPJ. This is a measure of how 
healthy a character b. Damage from 
weapons subtracts hit points from the 
character's total. When he has lost all of 
his hit points, he is unconscious and 
dying. If his wounds arc bound by another 
party member, he Is simply unconscious. 

Icon. This is the small picture of a mon- 
ster or a character seen in the Initial 
stages of an encounter and during com- 
bat, Character icons can be altered using 
the Alter command In the Camp Menu, 

Initiative, This Is a semi-random determi- 
nation of which character In a combat acts 
first. The characters with higher dexterities 
have a better chance for a higher Initiative. 

Level, This describes the power of a num- 
ber of dllTercnt items, The power of char- 
acters, dungeons, monsters, and spells 
are all described with levels. 

Character Level* This Is a determination 
of how much experience a character has. 
TTie higher the level, the more experi- 
enced and important the character Is. 
High-level spcllcasters can cast high level 
spells. 

Dungeon Levei, This Is a measuie of how 
far down In the earth a dungeon Is. For 
the most part, the further down one is, the 
more ferodous the monsters. Thus, a 
high-level dungeon refers either to how 
deep it goes or the relative toughness of 
the monsters, 

Monster Level, This is a measure of how 
powerful monsters are. The higher the 
level, the more powerful the monster. 

5peU Level* Spells come In degrees of 
difficulty. The higher the level of the spell, 
the higher the difficulty. Only very experi- 


enced magic-users and clerics can learn 
high level spells. 

Hagfc* This term covers spellcasting, 
enchanted items, and any other applica- 
tion of the supernatural. 

ndee Combat. This is hand-to-hand com- 
bat with weapons such as swords, speara, 
and fists. 

rasslle Combat* This is ranged combat 
with weapons such as bows and arrows, 
crossbows and quarrels, and slings and 
slingstones. 

Monster. This term actually includes 
human and other player races as well as 
such creatures as ogres and dragons. In 
general, if It Isn't part of your party, it's a 
monster. Monsters are not necessarily hos- 
tile. Some may be helpful. That's what the 
Pari ay command in the Encounter Menu is 
for, 

rton- Flayer Charaeleif (nPC). This is a 
member of a player character race who Is 
not controlled by the player. Some HFCs 
can be brought into a party. 

Party* The group of adventurers you form 
to perform the missions you are given. A 
party can be reformed for each adventure, 
and even altered during the course of an 
adventure. 

Player Character t^C)' This is a member 
of a player character race who Is con- 
trolled by the player. The characters In 
your adventuring party are FCs, 

Spell. This is a m^lc incantation that can 
alter the nature of reality. Both magic- 
users and clerics can cast spells after 
memorizing them. If the spell is cast, it is 
gone from the user's mind and must be re- 
memorized* 

Spell Book. The booK a magte-user car- 
ries his spells In. If he doesnt have a 
ma^c book, he has no spells to memo- 
rize. 
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AKMOR AISD WEAFOriS FERMTITED BY CHARACTER CLASS 


das# 

.Armor 

Shield 

Weapons 

aerie 

any 

any 

club, flail, hammer, mace, staff 

Fighter 

Magic-User 

any 

ar^ 

any 

none 

none 

dagger, dart, staff 

Thief 

leather 

none 

dub, dagger, dart, sling, one handed swords 


WEAPXXH LIST 


rtame 

Damage vs. 

Damage vs. Larger 

Humber 



Man Sized 

Than Man Sized 

of llands 

Class 

Axe, Hand 


1-4 

1 

f 

Bardlche-i- 

2-6 

3-12 

2 

f 

Bastard Sword 

2a 

215 

2 

f 

Battleaxe 

1 -e 


1 

f 

Bee de Corbin+ 

1-0 

1-6 

2 

f 

Blll-Qulsarme+ 

2-0 

MO 

2 

f 

Bostick 

1-6 

1-5 

2 

f 

Broad Sword 

2-0 

27 

1 

f,th 

Club 

1-6 

1-3 

1 

f,ath 

Dagger 

1-4 

1-3 

1 

f,mu,th 

Dart 

1-3 

1-2 

1 

f,lTlU,th 

Fauchard+ 


1-0 

2 

f 

rauchard-Fork+- 

1-a 

MO 

2 

f 

Hail 

2-7 

2-0 

1 

f,d 

ForK Mnitaty+ 

1-a 

26 

2 

f 

□laive+ 

1-0 

1-10 

2 

f 

Qtalve, Qulsarme-i- 

2-6 

212 

2 

f 

Qulsarme + 

2S 

1-6 

2 

f 

Qulsarme-Voulge-H 

2^ 

26 

2 

f 

fialbcrd+ 

MO 

212 

2 

f 

Lucem Hammer+ 

2-6 

1-6 

2 

f 

Hammer 

2-5 

lA 

1 

f,d 

Javelin 

1-6 

1-6 

1 

f 

Jo Stick 

1-6 

1-4 

1 

f 

Long Sword 


M2 

1 

f,th 

Mace 

2^7 

1-6 

1 

f,cl 

Morning Star 

26 

27 

1 

f 

Fartisan+ 


27 

2 

f 

Pick, Milltaiy 

25 

1-4 

1 

f 

nke, Awi+ 

1-6 

212 

1 

f 

QuaderstatT 

1-6 

1-6 

2 

f,d,mu 

Kanseur+ 

26 

26 

2 

f 

SdmJtar 

1-6 

1-0 

1 

f,th 

Sheet Sword 

1-6 

1-0 

1 

f,th 

Spear 

1-6 

1-6 

1 

f 

Spetum+ 

27 

212 

2 

f 

Trident 

27 

3-12 

1 

f 

Two-Handed Sword 

1-10 

3-ia 

2 

f 

Voulge-i- 

2-8 

26 

2 

f 

Composlte Long Bow * 

1-6 

1-6 

2 

f 

Composite Short Bow ^ 

1-6 


2 

f 

Long Bow * 

1-6 

1-6 

2 

f 

Heavy Crossbow# 

23 

27 

2 

f 

Light Crossbow# 

1-4 

1-4 

2 

f 

Short Bow * 

1-6 

1-6 

2 

f 

Sling 

1-4 

1-4 

1 

f,th 


+ Folearm * Must have ready arrows to fire, # Must have ready quarrels to fire. 
f*’fighter, cl- cleric, th-theif, mu-magiouser 
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RUINS OF ADVENTURE 


This new lole-playing gcane noodule firom TSR 
is based on SSI's fiist offlciol ADBcD® computer 
software release. Pool of RadKinoo. 

Once again. theFORQOITEN REALIv1S'“ 
Compai^ Setting provides the backdrop for 
the thrilling odventuie m the city of Phlan. Fifty 
years ago. the people of Phlon were driven 
out by evil hordes. A bond ol heroes Cor ore 
they ?rh has arrived to help restore order. 

Pool of Podionce oomputer role-playing gome 
players will find addittanal clues and back- 
ground hforrixitiori in TSR's i?LunE of Adventure 
module, to enhance their adveritures m the 
computer version of this module. 

of Adven iLtre is 
now ovoikriie at your 
local toy. book or 
hobby i^ore. 

f mWNCee OUNSEONS \ CJAA&O.NS, ABID. FOfaOnEPf .realms, and ina TSR Icgg a™ iradornstk:: TOn#d bf TSn, Inc «19aa TSR. At FligtilB flesafWd 
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